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(57) ABSTRACT

A multi-player, multi-screens, electronic gaming platform
and system is disclosed, having a game board having a main
display screen for displaying a portion of the game layout that
is shared by the plurality of players, and a plurality of personal
game terminals, each personal game terminal assigned to a
respective player and having an auxiliary display screen for
displaying a portion of the game layout that is associated with
the respective player. Communication between the main dis-
play and the terminals, and among terminals directly is
enabled. Also enabled is seamless transfer of objects between
the display screens as triggered by a game step or interactive
inputs. Coded rules associated with the transferred objects
can indicate where on the screen the digitized game object
should appear, at what size should it be displayed, special
animation or audio that should accompany the transfer of the
digitized game object, etc.
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MULTI-PLAYER, MULTI-SCREENS,
ELECTRONIC GAMING PLATFORM AND
SYSTEM

RELATED APPLICATIONS

[0001] This application claims priority benefit from U.S.
Provisional Patent Application Ser. No. 61/193,189, filed
Nov. 4, 2008.

BACKGROUND
[0002] 1. Field of the Invention
[0003] This invention relates generally to a multi-player,

multi-screens digital gaming platform for enabling digitally
playing a multi-player social games in multiple screens pos-
sibly running on different hardware platforms.

[0004] The use of “social games” refers to inter personal
social games including digital versions of traditional and new
board, card, dice, and similar games.

[0005] 2. Related Arts

[0006] Electronic augmentation of traditional board games
has been an active area of research and product development,
as electronic board games offer certain additional advantages
without affecting, and often enhancing, the fundamental
enjoyment factors of the traditional games. Some of the
advantages include enhanced player interaction support,
compact board footprint for playing and storing the game,
ability to load multiple games on the same board, no loose
game-pieces to be lost, easy on-demand access to digitally
stored information regarding game rules and strategy sugges-
tions, real-time game status updates, etc. These advantages
are applicable to both single-player board games, and multi-
player board games.

[0007] Traditional multi-player board and card games, such
as, Scrabble, Monopoly, Risk, Chess, Texas Hold’em etc.,
and more recent designer board games, such as, Settlers of
Catan, Apples to Apples, Uno etc., promote live social inter-
action among two or more players. The social interaction
experience is different from the experience of playing com-
puter or electronic games designed to enable a single player to
interact with a machine and/or Internet players. Often a col-
laborative/competitive multi-player board game experience
is more desired by the players than the isolation typically
associated with a computer/electronic game.

[0008] Therefore, what is needed is a crossover gaming
platform that offers the merits of conventional games, while
adding digital features that enrich the game-playing experi-
ence, as well as provide practical conveniences, such as ver-
satility and ease of storage.

SUMMARY

[0009] The following summary is included in order to pro-
vide abasic understanding of some aspects and features of the
invention. This summary is not an extensive overview of the
invention and as such it is not intended to particularly identify
key or critical elements of the invention or to delineate the
scope of the invention. Its sole purpose is to present some
concepts of the invention in a simplified form as a prelude to
the more detailed description that is presented below.

[0010] The present application discloses recommended
processes and systems for the implementation of multi play-
ers, multi screens gaming system. The gaming system is
suitable for playing locally traditional and new board, card,
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dice, and similar social games, but it can be applied for other
type of games and social applications.

[0011] Various embodiments of the gaming system involve
hardware and software implementations. The hardware
implementation includes board and terminal components,
which may be proprietary or conventional. The software
implementation includes board and terminal subsystems. The
software implementation may also include dedicated user
interface and software development services. The software
implementation is transparent to the hardware deployments;
therefore the software implementation requires OS specific
adaptation.

Hardware
“Board”

[0012] The purpose of the gaming system “Board” is to
display the shared part of the game (e.g. the Monopoly
board). The “Board” can be horizontal and controlled by
touch gestures (similar to Tablet) or vertical/frontal and con-
trolled by custom controller. Multiple boards can be
assembled together physically or logically by the “gaming
system software” (see description below) to provide bigger
shared area. The “Board” can be proprietary or conventional
horizontal or frontal display including tablet, pc monitor, TV
monitor, etc. In case the “Board” hardware is “TV”, it
requires attached processing unit that can run standard OS
and wireless connectivity to the internet and locally to com-
municate with the players terminals. Such processing unit can
be PC, Media Center (e.g. Apple TV™), Game Console (e.g.
Sony PlayStation™, Microsoft XBOX™, or Nintendo
Wii™), Set top box (e.g. Tivo™), or embedded unit onthe TV
itself.

“Terminal”

[0013] The purpose of the gaming system “Terminal” is to
display private parts of the game (e.g. the Scrabble tiles or
Texas Hold’em cards), to perform private activities (e.g. con-
sulting English dictionary in Scrabble, taking notes in the
Clue game, or Simulate few chess moves), and to control
frontal “Boards”. The scope of the invention is not limited by
the number of game terminals. Also, any type of smart per-
sonal device with a display, such as, a smart phone (e.g.
iPhone™), a PDA (e.g. iPod Touch™), a personal media
player (e.g. Nintendo DS™), etc., may be used as the game
terminal, as long as the device is running the “Terminal sub-
system software” (sometimes also referred to as “augmenta-
tion layer”) that is described below.

Dedicated Hardware Design

[0014] The purpose of dedicated hardware is to provide
optimized experience of digital board and user terminals in
dimensions and usability. The dedicated hardware is portable
and packages together in compact way at least 1 board and 4
terminals. The dedicated hardware may include few boards
and physical connectors to attach them. The physical connec-
tors may be used to exchange data and power. In case of
multiple boards, some of the boards may be dumb, used for
surface extension (both display and inputs), and are fully
controlled by their hosting board. The dedicated hardware
supports single charging point of all the system components.

Special Purpose Hardware Gadgets
[0015] The gaming system may include special purpose
hardware gadgets that can communicate their outcome over
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wireless communication and impact the game play. Examples
of'such gadgets are physical dice, game pieces, sand clock, or
“live” avatar that has unique role in the game.

Software

[0016] The “gaming system software” is in essence abstract
operating system that consists of “Board subsystem” and
“Terminal subsystem”, runs on variety of hardware plat-
forms, and implements hardware agnostic gaming services.

Objects Exchange

[0017] The “gaming system software” provides seamless
movement of digital objects between the system screens,
including board-to-board, board-to-terminal, terminal-to-
board, and terminal-to-terminal. The objects exchange
depends on the game play rules. Objects can move as is (e.g.
Monopoly money) or follow some transformation rule (e.g.
flip Scrabble tile, show Poker card). Objects exchange can
trigger some game rule (e.g. decide on the winner in Card
games). Object exchange can create unique experience like
dice shake on the “Terminal” (using the accelerometer) that
virtually continues on the “Board” taking into account the
magnitude and direction of force applied by the user action.
Example of game objects are tiles, cards, chips, money, draw-
ings, avatars, etc.

“Board Subsystem”

[0018] The “Board subsystem” provides system adminis-
tration, players management, and game management ser-
vices. The “Board subsystem” loads games from local and
web game repositories. The “Board subsystem” enforces the
user rights to the games and manages the accounting between
the user and games providers. The “Board subsystem” man-
ages intelligent cache of game assets and automatic updates
of game features. The “Board subsystem” displays the shared
part of the games and handles the game play. The “Board
subsystem” provides set of gestures and features to enrich the
game play, including drag-and-drop, flip an object, spin an
object, rotates the board to the user side (may be applied
automatically as part of the game play), etc. The “Board
subsystem” utilizes the full screen for the game play and
enables to access the system navigation and configuration
functions through floating dashboard that can be launched
anytime from pre-defined hot key (e.g. <Esc>) or hot spot on
the game board, e.g. the bottom left corner. The “Board sub-
system” handles the communication and assets exchange
with the players’ terminals and optionally with additional
boards. The “Board subsystem” manages list of permanents
and ad-hoc players including personal preferences (name,
avatar, color, etc.), favorite games, and statistics (for each
game: # of plays, wins, looses, points, etc.). The player per-
sonalized information may be imported automatically in case
of'ad-hoc players with smart phones and PDAs. The “Board
subsystem” publishes its availability and therefore can be
discovered by other “Board subsystems” and “Terminal sub-
systems”. The other “party” requests to join the board (in case
of “Terminal”) or share the board display (in case of other
“Board”), and the board user needs to approve it. That process
is necessary in case of multiple boards’ environment like
video arcades, game board Café’, etc.

[0019] The “Board subsystem” is the center of the game
system and provides software services to its satellites “Ter-
minal subsystems” including necessary game assets (the
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“Terminal subsystem” is not dealing with games downloads
or licensing), list of known players (for the link of player to
terminal), list of available colors (as part of the player per-
sonalization or game setup process), list of other terminals (to
enable terminal-to-terminal communication) etc.

Multiple Boards

[0020] The “Board subsystem” discovers automatically
other “Board subsystems” that it can utilizes their display
area. The “Board subsystem” requires the approval of the
other “Board subsystems” to utilize their display area. In case
that multiple “Board subsystems” agree to share resources,
the “Board subsystem” that starts a game, take control on
others and handle the game flow.

[0021] Multiple “Board subsystems™ can work in few con-
figurations, 1) create bigger view of the same skin where each
“Board subsystem” display and get inputs on part of the
display, 2) enable multiple boards’ games, e.g. playing few
Monopoly boards and create expanded game play, 3) enable
peer-to-peer boards games, where each player enjoy full
board experience in games like Battleships or Stratego, 4)
create exact duplication of the game board to support many
players experience, maybe in different locations, etc.

Positioning Process

[0022] The “Board subsystem” manages the players’ posi-
tion on the board. The process may start with the collection of
players with terminals or the definition of current players on
theboard (e.g. in case of Chess the terminal is not mandatory).
Players positioning view shows a “symbol” for each player
and let the users drag their symbols to their preferred side on
the board. The process supports any number of players that
can share the same side. The above process defines the area in
which the player objects will be exchanged with the board,
e.g. when he/she drop tiles from his terminal to the board, or
drags cards from the board to his terminal.

[0023] Inmany games,the “Board subsystem” manages the
turn of the players. When the turn is well defined, multiple
players can share the entire side for drag-and-drop actions
(vs. using fraction of the side depends on the number of
players).

[0024] The above process is necessary before any game
starts and can be altered during the game. The defined posi-
tions and drag-and-drop areas may be viewed during the
game as names, colors, avatars, and/or players pictures as
additional “players’ layer” on top of the board area and may
have different variants on different games.

[0025] Insome games, when it’s important that all players
will know each other assets/status (e.g. chips in Poker, cash in
Monopoly, or score in many games), the “players’ layer” may
show in addition to their names, colors etc., their assets/status.
[0026] Alternatively, the above players’ details can be
defined as “players’ box™ that can be dragged to any area in
the board and thereafter used as the players’ “gate” to the
board (e.g. in Poker it makes more sense to position the
“players’ box” adjacent to the table vs. the frame of the
display).

“Terminal Subsystem”

[0027] The “Terminal subsystem” searches for available
“Boards” in the area and enables the user to connect to one or
few of them. The “Terminal subsystem” enables the user to
personalize his name, symbol, color, and position on the






